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The purpose of this thesis was to develop an
orientation tool for foundation design students. This
grew out of my own difficulty in understanding the
problem solving process as an undergraduate. I knew
there should be a better way! With this in mind, I
decided to design a simulation game to help create an
awareness of the systematic process a graphic designer
utilizes to solve a problem.
Alphabet Soup was developed with the rationale
that an awareness of a systematic problem solving
process enhances design by making the problem solving
experience more meaningful. The designer has more
control and the ability to repeat the process in the
future. The Universal Traveler says
By getting to know a large number of
methods, you increase your skill and
potential as a creative problem
solver just as increasing your
vocabulary increases your ability to
speak with greater clarity and
insight. 1
I saw this as an opportunity to incorporate
simulation and gaming techniques as a commumications
device that is both interactive and participatory.
Introducing the element of play into the graphic
design classroom would arouse curiosity. Paul Rand
emphasizes that some of the psychological and
intellectual factors implicit in game-playing are
2
equally implicit in successful problem-solving.
Resources
The Universal Traveler by Don Koberg and Jim
Bagnall provided a guide for the game. The seven
different phases or energy states described in their
book serve as the underlying structure of Alphabet
Soup. These energy states are as follows:
acceptance, analysis, definition, ideation,
selection, implementation, and evaluation. It is
ironic that the same book that confused me as a
freshman turned out to be such a valuable source for
3
this project and my later understanding of problem
solving in general.
In September 1980, I became involved with the
North American Simulation and Gaming Association.
NASAGA is an association of educators, trainers, and
planners interested in the theory, design, and use of
simulation games. I began developing and
implementing an integrated visual identity program
for the 1981 Annual Conference in Washington, DC as
part of my graduate design work. To design the most
appropriate symbol, I had to learn about simulation
and gaming. My interest grew as the year progressed.
I decided to develop a simulation game as part
of my thesis in September 1981. I attended the
NASAGA '81 Conference in October 1981. In
preparation for the conference, I developed a brief
draft of the situation, educational need, my
hypothesis, the audience, and the opportunities.
(See appendix 1.) This was adapted from a more
complex marketing proposal developed as part of my
graduate design course work in September 1981.
NASAGA '81 was an important experience. (See
illus. 1-3.) I used my five day stay in Washington,
DC to familiarize myself with simulation games,
Illus. 1: Promotional materials
Illus. 2: Game playing Illus. 3: Professionals
X
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gamers, and other professionals. I took advantage of
every free moment to collect words of wisdom from the
gamers. I carried around a little brown book and my
camera to catch it all. A variety of suggestions were
made about my thesis. Some I found more valuable
than others. As time went on, I had to analyze which
suggestions made the most sense to me and the game I
wanted to develop. I found the following comments
most valuable:
You need desire on the part of the
participants... You need a no-threat
initial experience for participants
to think about design and to look at
their own experience... You do not
want to get people hung up on words
like acceptance and analysis because
in real life precise definitions are
not true... Break large groups into
small groups because in large groups
only the outspoken people speak...
Get more to participate... Consensus
decision making leads to values
clarification... Voting leads to
winners and losers... Losers tend to
retaliate... Need closure... Need to
develop a specific problem and provide
all information (precreated re
sources) .. . Force students to make
choices assembling and force to set
purpose and priorities... Process
needs to be articulated...
DEVELOPMENT OF THE GAME
First Attempts
In December 1981, I began developing my own
simulation game. The final version is very different
from my initial attempts. My major concern has been
to keep it simple. This was the most difficult
constraint.
When I began designing games, I started with
three alternatives in mind. The first was to develop
a grid and have players get hands-on experience
demonstrating a design principle. This was not fun!
The game was no different from the usual design
studio assignment. Second, I attempted a board game
where players would move artifacts along a path
acquiring cards identifying the principles of design
and visual priorities. This had the potential of
7
being too complicated. Third, I attempted a field
station format where participants would move between
areas set up for specific events or situations. They
would receive a problem at one station, a purpose at
another, and a priority at another. I could not
figure out what players would do with all of these
materials.
I include descriptions of my first attempts
because I want other people who might design a game
to realize that these attempts are there. I didn't
sit down and develop Alphabet Soup as it appears
today. It took considerable time, trial, and error.
I had a very frustrating start.
The Name
I came up the the name Alphabet Soup before I
designed the game. I tried to think of something
that everyone could relate to. I wanted to get away
from my earlier attempts at designing a game with
design principles and variables taken literally. I
decided to approach problem solving in a more general
sense, allowing the debriefing to get more specific
about how the game relates to graphic design. After
8
all, everyone solves problems, not just graphic
designers. Alphabet Soup seemed like a good theme.
Besides, everyone likes to eat. Alphabet Soup evoked
curiosity.
The American Heritage Dictionary of the English
Language defines alphabet as:
... The letters of a given language,
arranged in the order fixed by custom
. . . Any system of characters or
symbols representing sounds or things
. . . The basic or elementary
principles of anything; rudiments. ..
3
The same words used to define alphabet (order,
system, and basic) were ideas that I was concerned
with when designing Alphabet Soup. Problem Solving
ties these ideas together. Alphabets are very basic
to communication. Communication is what graphic
design is about. Graphic designers use type. The
game began to evolve around the themes of cooking,
process, and typography.
The First Prototypes
The first prototypes of Alphabet Soup had so
many materials that I had to make three trips to the
classroom to bring all the materials. There were
pots of alphabet characters on one inch squares,
9
recipe cards on which the players checked off items,
empty bowls of soup (blank grid) for the words to be
fit into, barter cards which allowed people to trade,
process chance cards which directed the
players'
activities, and taste test evaluations for scoring.
(See appendix 2.)
Each time I played the game, I asked for
suggestions and made changes based on these
suggestions and my own observations. The basic
concepts of Alphabet Soup always remained the same.
The game was simplified whenever possible.
The Rule of Ten
To give credibility to Alphabet Soup, I had to
play the game at least ten times. Playing the game
did not mean immediate success. The game had flaws
in it. There was a need for more attention getters,
noises, awards, and closure. The game was very
complex. There were more tasks than could be
reasonably explained. I would leave the class
exhausted because I explained the instructions 6 or 7
times. My thesis committee told me to sleep on it.
Fortunately, I took this advice. With time, I
10
worked out the complicated parts. I saw a need to
relate the reactions in the game to the problem
solving process and clarify them in terms of the
game.
On May 12, 1982, I spoke with Fred Goodman from
the University of Michigan while we attended the
Designer and the Technology Explosion Conference at
RIT. Professor Goodman is one of the eminent
designers of games in the world. He thought I had
more than one game in Alphabet Soup. As I thought
about it, I realized he was correct.
Fred Goodman explained a very simple game to me.
It was called "Shove
It."
He used coins in a similar
manner that tic-tac-toe uses X and 0 to demonstrate
the game. It was simple and fun. I was inspired to
simplify my game into two resources. The words on
the cooking cards were the goals. The letters or
ingredients were the building blocks.
The Present Game
I continued to go back to advice given to me by
Professor R. Roger Remington of RIT's Graphic Design
Department, Professor Goodman, and the gamers at
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NASAGA. I wanted to create a game with two rounds.
Round One is designed to be negative, unstructured,
frustrating, individual, and confusing. Players are
not given enough time to complete the task. Round
Two is designed to be a more positive, structured
experience in which participants can work as a team.
The large group is organized into smaller groups
so that the game can be played with classes of up to
30 students. The students break into groups by
consensus. Each group chooses a leader or steward
also by consensus. To keep with the theme of
Alphabet Soup, groups are named after vegetables.
The steward chooses a vegetable magnet from a brown
bag called the vegetable bin to determine the name of
the group. Groups remain together throughout the
game and sit around a table to create some sense of
territory.
The steward collects and distributes materials
to the members of his/her group. Group members are
called chefs.
In Round One, chefs work individually. In Round
Two, chefs work as a team. The game facilitator acts
as timer and distributes additional materials during
the game. Once stewards choose their group's name,
12
they receive an Alphabet Soup apron and a folder of
materials. Each chef in the group receives a bowl of
soup and recipe card from the group folder. (See
illus. 4-5.)
The bowl of soup is the hidden puzzle game
board. The recipe card identifies the words hidden
in the bowl of soup. Cooking cards are used to
identify which words chefs will be searching for on
their bowl of soup. (See illus. 6.) Comparing the
words in capital letters on the recipe card enables a
chef to identify which words can be found in his or
her bowl of soup. If a word on the cooking card is
not on the recipe card, it is not hidden in the bowl
of soup. Hidden words are in different typefaces to
introduce players to different type styles, a
secondary goal of Alphabet Soup. A typeface
reference list in the Instruction Booklet gives chefs
and stewards the opportunity to refer to typefaces by
name.
In Round One, the goal is to score the most
points for your Alphabet Soup with the materials
given to you. The facilitator can randomly surprise
chefs with cooking cards. Chefs may not exchange
materials. Points are scored by finding words in the
13
bowl of soup during a timed "Cooking
Session."
When
a word is found in the bowl of soup, the correct
letters for that word are placed over each letter
spelling that word. Chefs complete a taste test
evaluation to see who has the most points. (See
illus. 7.) These scores are used for comparison in
determining the winners of Alphabet Soup.
In Round Two, the goal is to score the most
points as a team for
chefs'
combined Alphabet Soup.
Chefs may exchange cooking cards with other players,
ask the facilitator for a new cooking card, or
exchange ingredients (letters) with other chefs.
There is also a timed session to find and cover
hidden words with matching ingredients.
At first this seems very confusing. I explain
to the players that it is not unusual to be confused.
By the second round, players are more familiar with
the rules of the game. This reinforces that
experience is an important part of the problem
solving process.
14
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Illus. 4: Bowl of soup (half size)
S&yiAjzc^C/au/v^Jiec^ie' Toaxct'
3 cups STOCK '/2 tsp. SUGAR
2 cups CAULIFLOWERETS 1 tsp. SALT
1 lb. STRINGBEANS Vt tsp. celery SEED
1 cup shredded CABBAGE 14 tsp. NUTMEG
3 large fresh BEETS V2 tsp. OREGANO
2 cups raw CORN 1 tsp. TARRAGON
'/2 cup raw pearled BARLEY a dash of CAYENNE
1 Vi cups cooked pea BEANS Vi tsp. BASIL
2 small sized LEEKS % tsp. ROSEMARY
1 cup chopped GREEN pepper 2 tsp. DILL weed
!/2 tsp. prepared HORSERADISH 1 tsp. fresh grated ginger ROOT
2 Tbs. LEMON juice freshly chopped CHIVES
3 Tbs. tomato PASTE
Illus. 5: Recipe card (half size)
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chop omc stalk of
CELERY before
to
Illus. 6: Cooking card (front and back, actual size)
Add 1 point for each word in
more than 1 typeface
Add 2 points for each word in 1
typeface
Add 1 point for each letter
shared by 2 words
Add 2 points for each letter
covered in a horizontal word
Add 3 points for each letter
covered in a vertical word
Add 4 points for each letter
covered in a diagonal word
SUBTOTAL
Subtract 1 point for each
backwards word
TOTAL




Here are few tips and guidelines for running the
game:
1. Familiarize yourself with the game so that
you can run it well. An instruction booklet outlines
the procedure for determining stewards, chefs, group
names, as well as details on the two rounds.
2. Make sure you have adequate materials,
players, personnel, and time to run the game. All
the materials for Alphabet Soup are held in the
Alphabet Soup brown bag. A materials check list in
the instruction book gives a detailed list of what
each group needs. A maximum of 30 people is
suggested to play Alphabet Soup. I tried to play the
game with 40 people and 3 helpers. It was terribly
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hectic. The helpers were not briefed in advance. If
they were, it would have been easier. Briefing the
stewards in advance would also be helpful. One and a
half hours is enough time to play two rounds and have
a meaningful debriefing session.
3. Prepare all materials in advance. Do not be
arranging things when players are entering the room
to play Alphabet Soup. In the early stages of
Alphabet Soup, I ran the game without enough time
between runs to get organized. This made an already
confusing game more difficult to run. As I became
more experienced running Alphabet Soup, I went to
sleep the night before with a shopping bag of
organized materials by the front door waiting for the
next morning's run.
4. The space and furniture should be prepared in
advance. In early runs, I was so busy explaining
that I failed to pay attention to where the players
broke into groups. As time went on, I saw that the
arrangement of groups in the room had an effect on
the
teams*
performance. This was especially true in
Round Two when players have to share materials.
Alphabet Soup is best played with the members of a
group seated around one table. The different groups
18
should be in close proximity to the facilitator. It
is important for groups to be able to hear the
facilitator when directions are being explained.
Introducing Alphabet Soup to Players
The facilitator should introduce Alphabet Soup
as an instructional medium designed to create an
awareness of process. This plants the seed. Do not
spend too much time introducing the game. The rules
can be summarized by the facilitator and read to the
group by the steward. Stewards have a copy of the
Instruction Booklet in their team envelope.
Confusion can be expected. I have always been
confused when I played a game for the first time.
Nervousness and self-consciousness is expected, so
acknowledge players who feel this way. Be
enthusiastic.
Playing Alphabet Soup
As situations arise, remind players of the
rules. Tell stewards when to give out what and if it
should be face up or face down. Announce time limits.
Look out for people who are going ahead, confused, or
19
cheating. Activities can get out of hand if the
facilitator does not closely monitor activities. In
Alphabet Soup, the facilitator has the task of giving
extra cooking cards to chefs. This has the potential
for being confusing. It is best if you have a helper
to run the game.
Observe, assist, and encourage players!
Sometimes you just have to go with the flow and
improvise. Performing calculations for the taste
test evaluation is up to the stewards. You or a
helper can post team scores for all to see. (See
illus. 8-13.)
Debriefing (Post-Play Discussion Critique)
In general, it is important to discuss the
experience of playing Alphabet Soup. Have
participants get into one big group to articulate
their feelings. Focus on what happened. Both the
positive and negative feelings are important. How
did the group interact? What would make the game
more fun? What does Alphabet Soup have to do with
Graphic Design? (See Illus. 14.)
20
Illus. 8: Introduction to game




Searching for Illus. 12: Thinking
about the game





My most memorable and valuable playing session
occurred on March 11, 1982 in a sophomore graphic
design class. This was the second time I played a
version of Alphabet Soup that resembles the present
form. The version played on March 11th was more
complicated than the present one. Professor R. Roger
Remington observed and then led the debriefing. It
was at this session that I really learned how to
conduct an effective debriefing session for Alphabet
Soup. Professor Remington began with the question,
"How many of you have played a simulation
game?"
Everyone was surprised to learn that they just played
one!
The debriefing by Professor Remington continued
as follows:
RR: How many of you have heard the
term simulation gaming?
(Students responded with raised hands
and nods.)
RR: It is a format for learning.
Traditionally, we learn in a lecture
from an instructor. However, a
lecture is not always the most
effective way to learn. Often,
participation oriented situations are
valuable. For example, war games by
the government, simulation games with
activities around education or
business are valuable because they
allow us to simulate without the risk
24
or expense of the real thing. They
allow us to experience why it exists.
Simulation games are an alternative
way of teaching and learning.
Now reflect upon what has happened
this afternoon. Let us share the
experience and observe the common
threads that run through the game.
What is the significance based on what
you feel was beneficial and most
negative?
(Students responded with comments
which were written on the board. The
board read:
Positive
benefits of team work
benefits of experience
benefits of having a goal or direction
benefits of having a strategy






RR continued: What is the game really
about?
Students: Designers, benefit of work
ing as a team, importance of the team
in the professional world, team ego,
limitations, problems that pop up
RR: The purpose of Alphabet Soup is
to heighten your awareness of problem
solving. Think about why you do what
you do as a graphic designer. Are you
in control of what you do? Communica
tion is the bottom line of everything
we do. Look at an activity, be
analytical of the problem solving
process as a process. Step back to
25
get better control of what you are
doing to modify it or replicate it in
the future.
Game/Reality
It is hoped that participants will be able to
see the link between the game Alphabet Soup and the
problem solving process. I see the relationship of
the seven problem solving process phases to Alphabet
Soup as follows:






You have a choice.
Alphabet Soup?
Get to know about Alphabet Soup. An
instruction book is included to describe
the game. The game facilitator describes
the rules and answers questions.
Determine the major issues.
In Round One, score the most points for
your Alphabet Soup with the materials
given to you.
In Round Two, score the most points as a
team. Exchanging materials is allowed.
Find alternatives. Brainstorm. Compare
words on cooking cards with recipe card
to determine which words will be in your
bowl of soup.
Select the best idea. Find the words
from your cooking cards which will get
you the most points.
Try it out. Relate time and task. Cover
the correct letters with matching
typeface letters during the timed cooking
session.
26
Evaluate: Review to see if you succeeded. Have you
found the words which will help you get a
good score? Complete the taste test
evaluation.
27
THE GRAPHIC DESIGN OF THE GAME
Background
One of my original intentions in developing
Alphabet Soup was to enhance the
participants'
understanding of the field of Graphic Design. Besides
providing an understanding of the process, I wanted
to exemplify the products of a graphic designer.
Developing a unified, well planned, cohesive identity
for the game has been an important part of this
thesis.
The game artifacts have been produced "quick and
dirty"
for each test run due to the small amount of
time between runs, little money, and changes made in
the game design. Prototypes were made for 30 or 40
players using photocopy materials. Once the game was
working well, I began to develop the identity and tie
28
together all the design artifacts.
I decided to use the same typefaces for the game
parts as the game applications to give participants a
chance to see the application of different typefaces.
The current version uses Helvetica, Frankfurter,
Times Roman, Stymie, and Palace Script. I chose five
typefaces which were different in style, weight,
posture, and size to emphasize the design variables.
The different typefaces are useful in different
situations. Some work well as headline. Others are
more appropriate as text type.
An important step in the development of the
graphic design was the development of a worksheet on
which I described the project, my objectives,
processes and strategies, budget considerations and
time line. (See illus. 15-16.) This helped me to
organize my thoughts and systematically identify what
needed to be done.
I looked at the words alphabet and soup. I
defined both and tried to find commonalities. I
proceeded in three directions. These included:
typographic frolic, modules of containing forms
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I call my first attempts typographic frolic
because they grew out of the desire to create a warm,
friendly, zany, and fun identity for Alphabet Soup.
I looked at the words Alphabet Soup spelled
traditionally and phonetically in different typefaces.
(See illus. 17-19.) It was during this stage that I
began to include the typeface Frankfurter because it
resembles the noodles in
Campbell's
Alphabet Soup.
Second, I studied the possibility of creating
modules to spell the name of the game. (See illus.
20-21.) This led to studies of containing forms.
Studies of spoons and bowls were useful in
determining a circular theme.
After talking to Professor Remington, I decided
to try a third approach in which I would take off
TM
from the Campbell's Soup theme. It was a chance to
do something quite different from my usual graphic
design solutions. I decided to take an already
established symbol, recycle it, and use it in a new
unique form. I wanted to build on the already
established association with Alphabet Soup.
It seemed like the perfect solution as I fit the
words describing the game into a similar soup label.
32
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Illus. 18: Sketches: Typographic frolic
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Illus. 19: Sketches: Typographic frolic
35















Illus. 21: Sketches: Modules
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Phrases such as Problem Solving Condensed, Alphabet
Soup, and Systems made for Graphic Design Students
seemed appropriate for the label. (See illus. 22.)
Choosing Type That's Right
The symbol, Alphabet Soup, was treated in the
typeface Frankfurter in a circular containing form




I combined a script typeface with a sans serif,
Helvetica, and a square serif, Stymie, to replicate
other elements on the
Campbell's
Soup label. As a
result, four of the five typefaces used on the soup
bowl game board were chosen. Times Roman, the fifth
typeface, was selected on the basis of the design
variables mentioned earlier. I also thought it would
serve well as text type for the applications.
Cooking Theme
The recipe card took its graphic form early in
the development of the game. It was one of my first
acknowledgments of the cooking theme. It is charac
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Illus. 22: Sketch: Soup label
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X
Illus. 23: Alphabet Soup symbol
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and taste test evaluation are named as such to empha
size the theme. Empty soup cans are used to hold the
TM
letters (ingredients) and refer to the Campbell's
Soup can. A kitchen timer counts the minutes of play.
Instruction Booklet
The instruction booklet is designed to include
the information needed to run the game more smoothly.
(See appendix 3.)






appendix 4.) The information includes: General
Information, Materials Check List, Description of
Materials, Round One, Round Two, Debriefing, Alphabet
Soup Typeface Reference List, the Creative Problem
Solving Process and photographs.
Packaging
I chose to hold all the parts of the game in a
shopping bag because it complements the cooking
theme. The brown shopping bag holds the aprons for
the stewards, the soup cans with the letters, the
kitchen timer and the individual team envelopes. The
41
individual team envelopes contain an instruction
booklet, soup bowls for 8 players, recipe cards for 8
players, taste test evaluations, and a deck of
cooking cards. The brown shopping bag and the team
envelopes are identified with the soup can label.
The instructions and game artifacts are identified
with the Alphabet Soup symbol. This helps to
distinguish between the different levels of
information.
Production
Prototypes for the brown shopping bag, team
envelopes, soup bowls, recipe cards, taste test
evaluation, cooking cards, aprons, and instruction
booklet were developed. To facilitate this part of
the thesis with more ease and cost efficiency, I
screen printed labels and symbols on pressure sensi
tive stock which could be applied to different sur
faces or the appropriate artifact. (See appendix 5.)
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CONCLUSION
At the completion of this thesis, I feel
optimistic. I believe Alphabet Soup fulfills the need
for an orientation tool to create an awareness of the
problem solving process.
My last run of Alphabet Soup on July 7 was with
high school students who participated in the Graphic
Communications Seminar at RIT. They responded
positively to the game and saw the relationship
between Alphabet Soup and the problem solving process.
Some responses include:
I love it. Great. Got us to know
people and get our minds working...
Provides an excellent idea about the
organizational steps a graphic
designer goes through to solve
problems... It was exciting and gave
a good look towards typefaces, etc...
Good not only to show 7 steps but
also to give an idea of the various
types of applications of graphic
designers. . .
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I found working with these students and the
undergraduates in the Department of Graphic Design to
be a valuable experience. Students seem to want an
opportunity to talk about what they are doing and why
they are doing it. Their realization of the problem
solving process is a joy!
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Design students neglect to recognize the process they
employ to solve a problem. They often do not approach
problems systematically.
Educational Need
An orientation tool is needed to create an awareness
of the process a Graphic Designer utilizes to solve a
design problem.
Hypothesis
Creating an awareness of the systematic problem
solving process enhances design by making the problem
solving experience more meaningful. The designer has
more control and the ability to repeat the process
when solving another problem in the future.
Audience
College students in foundation design courses who
lack clarity about the process and products of a
Graphic Designer
Opportunity
An opportunity to utilize simulation and/or gaming
techniques
-as a communications device
-as an interactive method
-as a participatory method
-as an experiment
-to define limits conducive to the instinct of play
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APPENDIX 2
Earlier Version of Alphabet Soup
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Alphabet Soup is a game based on the assumption
you are hungry. . . . You are to make alphabet soup
from scratch to win. . . . Read on for details. . .
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To play alphabet soup:
First taste (round one)
1. Divide the class into groups of no less than 3
people and no more than 8 people.
2. One person in each group becomes the KEEPER of
all materials and is responsible for the distri
bution of materials. The KEEPER has the last say
in all disputes.
3. Materials to be distributed: As directed:
Individual envelopes of Barter Cards
alphabet characters Process Chance Cards
Pot of alphabet characters
Alphabet Soup recipe card
Empty bowl of soup matrix
Taste Test Evaluation
Before distributing the Alphabet Soup recipe
card, the KEEPER places a check by two
vegetables and one helpful tool.
A recipe card is distributed to each active
player or CHEF.
Upon receiving the recipe card, each player
(CHEF) must place a check by one procedure.
He/she then places the four checked items in the
empty bowl of soup matrix. These four checked
items (two vegetables selected by the KEEPER, one
helpful tool selected by the KEEPER, and one pro
cedure selected by the chef him/herself) are
handwritten on the matrix to read as words with
one alphabet character per matrix square. Words
can read horizontally, vertically or diagonally.
Each word has equal value. Empty matrix squares
(those which do not hold an alphabet character)
are blackened in with a crayon. They are valueless,
4. The first person to cover the handwritten words
on his/her soup matrix with alphabet characters
from the individual envelopes of alphabet
characters wins. There is a 5 minute playing
session to do this. People are only winners when
they have completed all 4 words in the soup matrix.
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5. Dice are rolled to determine who goes first,
second, third, etc. Ties are resolved by
throwing the dice again.
6. To begin, the first player (chef) is delt a
process chance card upon which he/she will
proceed to follow directions. Then, the second
person follows in the same fashion, etc.
7. A barter card will automatically be distributed
to a chef after the first word in his/her soup
matrix is completed or earlier in the game if
his/her process card directs. A barter card
allows one player to exchange a letter with
another player.
8. An Alphabet Soup taste test evaluation is to be
completed by each player when the 5 minute time
limit is called. Remember, winners must complete
all four words in the matrix. This is only an
assessment for comparison.
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Second Taste (round two)
1. Class remains divided in the same groups.
2. The KEEPER now has an additional role of keeping
track of the group's activities during a planning
session. An observer guide is included for the
KEEPER'S records.
3. During a 5 minute planning session teams are to
complete the Alphabet Soup recipe card without
any help from the KEEPER. The KEEPER only
provides the form in this round.
4. The team members should choose by consensus two
vegetables, two helpful tools, and two procedures
to fit into the Alphabet soup bowl matrix. Keep
in mind that in this round, winners will be
determined in terms of points as follows:
2 pts. for each cooked vegetable horizontally in bowl
3 pts. for each cooked vegetable vertically in bowl
4 pts. for each cooked vegetable diagonally in bowl
2 pts. for each helpful tool horizontally in bowl
3 pts. for each helpful tool vertically in bowl
4 pts. for each helpful tool diagonally in bowl
2 pts. for each procedure horizontally in bowl
3 pts. for each procedure vertically in bowl
4 pts. for each procedure diagonally in bowl
2 extra pts. for each word which shares a common
alphabet character
5. A one minute warning will be given when there is
only one more minute in the planning session.
During the 5 minute planning session the KEEPER
will keep track of the group's activities on the
observer guide. After the planning session, the
KEEPER returns to his role as distributor of
materials, barter cards, and process chance
cards.
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6. Barter cards may now be used between teams. One
pot of alphabet characters is now available for
the entire team of chefs instead of individual
envelopes. Once again barter cards cannot be
used until the first word is placed on the soup
bowl matrix or the process chance card directs.
7. One player is chosen to begin by consensus. The
player to the right follows, etc., until the
matrix is complete. The team to complete the
matrix with the most points wins. Each player
follows the directions of the process chance
cards.
8. Complete Second taste test evaluation to
determine the winning team.
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Barter Card You may exchange
either an X,Y,Z or
C,D,G for a vowel.
(with another player)
Barter Card You may ask the
KEEPER for the letter
of your choice
Process Chance Card You decide to prepare
something to eat,
place 2 letters on
your vegetable
selection on the soup
bowl matrix
Process Chance Card You decide to eat
candy, loose a turn
and copy the
ingredients of one
candy bar on the back
of your soup bowl
matrix
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Alphabet Soup alphabet characters








Alphabet Soup Taste Evaluation
first taste
# of cooked vegetables x 2
# of helpful tools used x 2
# of procedures followed x 2
total
Alphabet Soup Taste Evaluation
second taste
# of cooked vegetables
horizontally oriented in bowl x 2
vertically oriented in bowl x 3
diagonally oriented in bowl x 4
subtotal
# of helpful tools
horizontally oriented in bowl x 2
vertically oriented in bowl _____ x 3
diagonally oriented in bowl x 4
subtotal
# of procedures
horizontally oriented in bowl x 2
vertically oriented in bowl x 3
diagonally oriented in bowl x 4
subtotal
# of words which share






1. Do team members show a willingness to dedicate
time and energy?
2. How do team members examine the problem?
3. What do team members believe the problem is?
4. Are different strategies discussed?
5. How is one strategy decided upon?
6. Do chefs work orderly and sequentially in
planning?
7. How effective is planning session? (You may want
to wait to see how well the soup bowl matrix
works before answering this question.)
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Round one will emphasize:
lack of closure: can't complete soup




eat something already prepared and
get a stomach ache
do not have all the ingredients
don't follow recipe and cook soup
too long
Round two will emphasize:
closure
team work
defined limits: one recipe
make checklists when shopping
have ingredients at home or make
one trip to the store instead of
two or three
follow step by step recipe
values assessment of words adds meaning to the matrix
Observer guide will add emphasis to the idea of
















3 cups STOCK V4 tsp. SUGAR
2 cups CAULIFLOWERETS 1 tsp. SALT
1 lb. STRINGBEANS Va tsp. celery SEED
1 cup shredded CABBAGE Va tsp. NUTMEG
3 large fresh BEETS Vi tsp. OREGANO
2 cups raw CORN 1 tsp. TARRAGON
Vi cup raw pearled BARLEY a dash of CAYENNE
\Vt cups cooked pea BEANS Vi tsp. BASIL
2 small sized LEEKS Va tsp. ROSEMARY
1 cup chopped GREEN pepper 2 tsp. DILL weed
Vi tsp. prepared HORSERADISH 1 tsp. fresh grated ginger ROOT
2 Tbs. LEMON juice freshly chopped CHIVES
3 Tbs. tomato PASTE
4 cups STOCK Va tsp. SUGAR
6 minced SCALLIONS 1 tsp. SALT
2 cloves GARLIC 1 tsp. TUMERIC
1 large TOMATO Va tsp. NUTMEG
1 large POTATO Vi tsp. OREGANO
1 cup minced ONION Vi tsp. CUMIN
1 lb. medium sized CARROTS 1 Tbs. whole black PEPPERCORNS
1 stalk of CELERY 1 tsp. THYME
1 small LEEK several fresh MINT leaves
1 oz. dried black MUSHROOMS 1 tsp. DILL weed
2 medium ZUCCHINI a few drops of sesame OIL
IV2 cups cooked CHICKPEAS a few drops of TABASCO sauce









































Add 1 point for each word in
more than 1 typeface
Add 2 points for each word in 1
typeface
Add 1 point for each letter
shared by 2 words
Add 2 points for each letter
covered in a horizontal word
Add 3 points for each letter
covered in a vertical word
Add 4 points for each letter
covered in a diagonal word
SUBTOTAL





Add 1 point for each word in
more than 1 typeface
Add 2 points for each word in 1
typeface
Add 1 point for each letter
shared by 2 words
Add 2 points for each letter
covered in a horizontal word
Add 3 points for each letter
covered in a vertical word
Add 4 points for each letter
covered in a diagonal word
SUBTOTAL
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